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‘TSOLENKA PASS 


s presented in the campaign book, the Tsolenka 
Pass offers little more than a way station on the 
road to the Amber Temple and a couple of 
combat encounters. But with the following 
additional resources, you can make the journey 
to the Amber Temple a perilous expedition to 
the most remote reaches of Barovia. 


TRAVEL AND MAP SCALE 


That expedition makes the best possible case for using a 
province scale for Barovia. At the official campaign map scale 
of 1 hex = 1/4 mile, the characters can leave Vallaki in the 
morning and arrive at the Amber Temple before dark. 
Reaching a hidden repository of forbidden knowledge should 
require an epic journey, not a day trip. 

At the province scale of 1 hex = 1 mile, it will take the party 
at least three days to reach the temple, with the watchtower 
at the Tsolenka Pass providing rough shelter after two days of 
hard travel. Even that modest goal will require some forced 
marches on one or both days if the players want to sleep with 
a roof over their heads. Bad weather and environmental 
hazards on the far side of the bridge could extend the journey 
to a fourth day. All told, the round trip might take ten days or 
more. 

That trip will require some new travel encounters, as the 
random encounters in the campaign book won't be 
appropriate for the terrain or the party’s level. Fortunately, 
DragnaCarta’s Curse of Strahd Reloaded provides a 
comprehensive collection of environmental hazards, skill 
challenges, and designed encounters, almost forming a new 
chapter in its own right. The mountain folk encounters are 


optional—Helwa and her group already provide a taste of that 
in the Amber Temple—but the Mount Ghakis encounters will 
challenge any party. This guide is highly recommended. 


TRAVEL PACE 


If the characters plan to reach the Tsolenka Pass guard tower 
by the second night, they will either have to march at a fast 
pace or make forced marches on one or both days. 

Parties that travel at a fast pace have a -5 penalty to passive 
Wisdom (Perception) scores to notice hidden threats, as 
described in chapter 8 of the Players Handbook. 

Characters can travel for up to 8 hours without tiring. For 
each additional hour of travel, each character must make a 
Constitution saving throw at the end of the hour. The DC 
is 10+ 1 for each hour past 8 hours. On a failed saving 
throw, a character suffers one level of exhaustion. 

Finishing a long rest removes one level of exhaustion, 
provided the character also consumes some food and drink. 

The party may encounter difficult terrain during their 
travels, especially on the slopes of Mount Ghakis. Crossing 
difficult terrain cuts a party's movement and travel pace in 
half. 


RANDOM ENCOUNTERS 


The journey to the Amber Temple is long and arduous, 
especially at province scale. To avoid slowing down the game, 
check for a random encounter after every two hours that the 
characters spend traveling. Use the encounter checks 
described in the "Random Encounters" section of the 
campaign book. Don't check if they have already had two 
random encounters outdoors in the past 12 hours. 

If an encounter occurs in the mountains, roll on the 
Mountain Random Encounters table. You can replace any 
random encounter with one of the designed encounters 
suggested in “Expedition to the Mountain Peaks.” 


MOUNTAIN RANDOM ENCOUNTERS 
2d6 Encounter 
1 frost giant zombie 
1d6 vampiric mists 
1d6 winter wolves 
1d4 berserkers and 1 dire wolf 
Corpse 
Heavy precipitation 
2d6 elk 
Pit trap 
0 1d6 bloodhorn goats 
11 1d4 yetis 
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BERSERKERS 

These mountain folk are less hostile than their distant kin 

from Yester Hill They try to remain hidden and observe the 

party from a distance, attacking only if trapped or threatened. 
If they are interrogated or coaxed with the offer of food, 

they will warn the party of the dangers beyond the Tsolenka 

Pass, especially the roc and Sangzor. 


BLOODHORN GOATS 

These large, ill-tempered goats are part of Sangzor’s tribe. 
Each one is a giant goat with 33 hit points. The goats are 
territorial and highly aggressive, but they will flee if they are 
reduced to 16 hit points or less. 


CORPSE 

The party finds the frozen corpse of an adventurer, torn apart 
and devoured by something large. It has been stripped of any 
useful equipment or provisions. 


ELK 
These elk have eked out a hard life in the mountains, away 
from the undead that ravage the lower valley. They will flee as 
soon as they notice the characters. 

If the characters pursue them for an hour or more, they 
may cross the path of another predator; roll again on the 
Mountain Random Encounters table. 


FROST GIANT ZOMBIE 
This random encounter only occurs once. If it comes up 
again, treat the result as no encounter. 

This frost giant wandered through the mists and became 
trapped in Barovia, where it was attacked by a horde of 
zombies. It slew the horde, but soon succumbed to its 
injuries and rose as a frost giant zombie (see the appendix). 
It will attack any living creatures it sees. 


HEAVY PRECIPITATION 

Heavy rain or snow falls for 1d4 + 1 hours. Creatures in the 
area have disadvantage on Wisdom (Perception) checks that 
rely on sight. Heavy rains will also extinguish open flames 
and impose disadvantage on Wisdom (Perception) checks 
that rely on hearing. 


Prr TRAP 
A slaughtered elk carcass lies off the trail amidst the 
underbrush. If the characters step off the trail, they must 
make a DC 15 Wisdom (Survival) check or step into a hidden 
spiked pit (see “Sample Traps” in chapter 5 of the Dungeon 
Master's Guide). 

The pit is 10 feet deep. If the characters cannot free 
themselves within 1 hour, a hunting party of 1d4 berserkers 
comes along to see what they have caught. 


VAMPIRIC MISTS 
The vampiric mists (see the appendix) are drawn to 
wounded, bleeding creatures. Although the mists are a single 
entity, treat them as distinct creatures that emerge from the 
fog to attack the party. If more than half of the mist-creatures 
die, the rest will retreat only to return again when the party is 
injured. 

The vampiric mists do not replenish slain parts; they can 
never have more than the initial number of mist-creatures. 
They only regain hit points by draining their victims. 


WINTER WOLVES 

If the party is traveling, the winter wolves will stalk them and 
wait to attack them when they rest. If the party is resting, the 
wolves encircle them before attacking. Characters with a 
passive Wisdom (Perception) score of 13 or higher will notice 
they are being hunted. 


YETIS 
This random encounter only occurs on Mount Ghakis; other- 
wise, treat the result as no encounter. 

The yetis will hide in the snow banks, taking advantage of 
the cover to stalk the party. Characters with a passive 
Wisdom (Perception) score of 18 or higher will spot them 
before they attack. 


YOUNG REMORHAZES 
This random encounter only occurs on Mount Ghakis; other- 
wise, treat the result as no encounter. 

Two young remorhazes emerge from under the snow to 
attack, surprising any characters who do not have tremor- 
sense. If this encounter comes up again, the party will come 
under attack by the mother, an adult remorhaz. 


EXPEDITION TO THE 
MOUNTAIN PEAKS 


The journey to the Amber Temple can be broken up into 
multiple stages. Mixing random and designed encounters 
with varying weather conditions will give each part of the trip 
its own distinctive character. 


PREPARATIONS 


The trip to Mount Ghakis is not to be undertaken lightly. 
Characters will be traveling into a hostile environment, far 
from any source of aid. Experienced travelers will urge the 
party to stock up on cold weather clothes, provisions, and 
other essentials. 

Urwin Martikov may advise the characters to bring pack 
animals so they can carry more food and gear—and in case of 
emergency, as he puts it, "It's nice when the provisions carry 
themselves.” Goats purchased from Krezk or liberated from 
Baba Lysaga's pen in Berez would be ideal for these purposes 
since they are well adapted to mountainous terrain. However, 
they might also provoke a territorial response from Sangzor, 
or become prey for the roc and the other predators of Mount 
Ghakis. 

Kasimir Velikov is one of the only people in Barovia who 
can guide the party to the Amber Temple. If the characters 
have not sought him out, he may take an interest in their 
affairs, even to the point of showing up at the Blue Water Inn 
and inquiring about them. He requires an escort who can 
help him survive the perilous journey. 

Kasimir will only approach seasoned adventurers with this 
request. Raising Patrina from the dead will not only restore 
his family, it could give the dusk elves a new chance at raising 
future generations. He has been waiting hundreds of years 
for the chance to resurrect his sister, and he will not 
squander it on untested novices. 

Before the party sets out for the Amber Temple, Kasimir 
(or another trusted advisor) will warn them that they are 
heading into the blank spaces on the map, the place where 
the only legend is “Here be monsters.” The characters won't 
be facing the same threats as before. The Amber Temple is a 
final act location and the trip there should feel like it. 


STAGE 1: THE OLD SVALICH ROAD 


The first leg of the trip will cover familiar ground as the party 
travels to the turnoff near the Raven River crossroads. If the 
group has previously encountered Red Lukas and his gang of 
undead highwaymen (discussed in Barovia Gazetteer: The 
Old Bonegrinder) this would be an ideal time for a final 
confrontation. 

You may not need to run any encounters during this stage. 
If the party has killed or made peace with the werewolf pack, 
destroyed Red Lukas and his gang, and cleared the other 
threats along the Old Svalich Road, they have earned a safe 
trip. At a certain point in the game, it's important to recognize 
that the characters have grown, give them a sense of 
accomplishment, and move on to the next challenge. 


STAGE 2: FOOTHILLS OF MOUNT GHAKIS 


The terrain grows unfamiliar as the road climbs above the 
treeline, exposing the characters to harsh wind and snow. 
Characters who aren't dressed for cold weather suffer the 
effects of extreme cold at night as described in chapter 5 of 
the Dungeon Master's Guide. 

The encounters at this stage should be fairly straight- 
forward. You can roll on the Mountain Random Encounters 
table, select an encounter from the list, or design your own. 

This is a good opportunity to meet some of the new threats 
of the Mount Ghakis environs such as a pack of winter 
wolves or a massive vampiric mist. Neither should pose a 
serious threat to a well-equipped party, but they will hint at 
the greater dangers to come. 


STAGE 3: TSOLENKA PASS 


The gatehouse at the Tsolenka Pass is designed to prevent 
low-level characters from wandering into the Amber Temple. 
If the party can't get through the gate, they shouldn't venture 
any further. 

To pass the gatehouse, characters face the choice of taking 
the damage or scaling the walls and triggering the vrock 
encounter. Parties with access to dispel magic will eventually 
make the check and suppress the curtain of green flame, but 
they may deplete their higher level spell slots doing it. One 
way or another, the party's resources should be running low 
when they explore the guard tower. 


SNOW MAIDENS 
Even if you haven't placed one of the fated treasures in the 
tower, you can still run the snow maidens encounter when 
the characters step onto the rooftop. Optionally, the roof may 
be piled high with rusted armor and weapons, but no 
skeletons. That's because the snow maidens have been taking 
the bodies of their victims, covering them in the gold plating, 
and mounting them on the battlements as trophies. The 
"statues" are starting to show their age, and the snow 
maidens are eager to add the characters to their collection. 

If the party dispatches the snow maidens, they have earned 
a chilly but secure rest on the ground floor of the tower. No 
other creatures will disturb them during the night. However, 
if any pack animals are left outside, one of them is gone in the 
morning. There are no tracks to explain its absence. 


Roc or MOUNT GHAKIS 

The first time the party crosses the bridge, they will be 
strafed by the roc of Mount Ghakis. The roc will grab a horse 
or pack animal if one is available—which could be a problem 
if they are all tethered together. 

This encounter should be run with a maximum visibility of 
90 feet (about where the map starts to blur) allowing the roc 
to swoop in, grab its prey, and flee in two or three rounds. 
The characters may have to go to extraordinary lengths to 
rescue their pack animals, the supplies they are carrying, and 
any colleagues who are foolish or unlucky enough to be 
holding onto them. Fortunately, Kasimir Velikov has prepared 
fly for just this eventuality. 


If the roc survives this encounter, it may continue to pursue 
the characters as they climb Mount Ghakis, and certainly on 
their return to the bridge. 


STAGE 4: MOUNT GHAKIS 


The party is at the mercy of the winds and snow storms that 
scour Mount Ghakis. Characters who don't have cold weather 
gear or magic to protect them are subject to the effects of 
extreme cold. The party may also face strong winds and 
heavy precipitation as described in chapter 5 of the Dungeon 
Master's Guide. 

Weather is one of your most important tools during the 
journey. Environmental conditions establish a sense of place 
and make encounters more challenging. Heavy clouds and 
low visibility mean your party can't slay creatures from long 
distance, bringing something of the paranoia of a dungeon 
crawl to the cross-country trek. 

The second half of the trip is the perfect time to introduce 
some weather hazards. As the party climbs Mount Ghakis, a 
snow storm rolls in, providing cover for the next encounter. 


BLOODHORN'S CHARGE 
To increase the challenge, add some bloodhorn goats and 
use the upgraded stat block for Sangzor (see the appendix). 
Sangzor will flee if he takes more than 40 points of damage, 
but he could become a recurrent menace who torments the 
party up and down the mountain. 

The snow storm reduces visibility to 60 feet. If the party 
casts any loud spells, particularly those that generate thunder 
damage, they may trigger the next mountain hazard. 


AVALANCHE 

Avalanches can be modeled using DragnaCarta's rules for 
running the avalanche as a chase sequence or the more 
streamlined rules in Icewind Dale: Rime of the Frostmaiden, 
which are used here. 

The avalanche is 200 feet wide, 30 feet deep, and it starts 
600 feet above the party. It moves 300 feet on initiative 
counts 10 and 0. Creatures caught in the avalanche must 
make a DC 15 Strength saving throw each time it moves, 
taking 5 (1d10) bludgeoning damage on a failure or half as 
much on a success. The avalanche travels another 600 feet 
before it stops. 

Creatures buried in the avalanche are blinded and 
restrained. They gain one level of exhaustion for every 5 
minutes they are buried in the snow. They can dig themselves 
free with a DC 15 Strength (Athletics) check, but if they fail 
this check three times they cannot attempt it again. A 
creature that is not restrained can spend 1 minute digging 
another creature out of the snow. 


BLIZZARD 

As the characters continue to climb Mount Ghakis, the snow 
storm turns into a blizzard. Icewind Dale: Rime of the 
Frostmaiden has simple rules for running blizzards, which 
combine the effects of strong winds and heavy precipitation 
and force DC 10 Constitution saving throws to maintain 
concentration on spells. 


Visibility is reduced to 30 feet in a blizzard, and characters 
are in danger of becoming lost or separated. At the end of 
each hour of travel, the DM makes a DC 15 Wisdom 
(Survival) check on behalf of the party's navigator. On a 
success, the party stays on course. On a failure, the party 
wanders off course and makes no progress towards their 
destination. 

If the check fails by 5 or more and the party members 
aren't tied together, one party member becomes separated 
from the others. To reunite, the party must make a DC 15 
Wisdom (Survival) group check at the end of each hour. If the 
group check succeeds, the missing party member is found, 
but no progress is made towards the destination. The group 
check can be repeated after each hour spent searching. 

Wise parties will look for a cave to ride out the blizzard. 
Unlucky parties may find one. 


BODAK CAVE 

The Bodak Cave encounter in Curse of Strahd Reloaded is 
perfectly constructed and incredibly dangerous. The dead 
streak at eye level in the lichen on the cave walls provides an 
early warning of the threat that many characters will miss 
completely. The streak was created by two bodaks (see the 
appendix) who dwell in a chamber at the back of the caverns. 
When the characters enter the chamber, one bodak is 
devouring a dead elk calf while the other creeps up on the 
party from behind. 

The first time any character declares an action that would 
require looking at the bodak—such as making an attack or 
casting a spell that requires line of sight—mention the 
bodak's weird, unsettling gaze and immediately ask the 
character to make a Constitution saving throw. Continue to 
require these saving throws until the characters figure out 
the bodaks' trick and specify that they are averting their eyes, 
in which case their attack rolls will be at disadvantage. 

This encounter can easily kill characters, or potentially 
wipe out an entire party. If you don't want to bring your 
campaign to a premature end, let the bodaks ambush the 
party one at a time instead of attacking them at once. The 
characters may not know how many bodaks they are facing, 
creating a tense night as they wait out the storm. 

Loke BattleMats’ Caves & Caverns Battle Map Tiles work 
perfectly for this encounter. 


STAGE 5: THE AMBER TEMPLE 


If you want to make the final approach to the Amber Temple 
more challenging, you could place another obstacle in the 
party's path. Perhaps a frost giant zombie is staggering 
around in a fruitless search for the mountain folk it chased 
inside the temple. If Sangzor survived his first encounter with 
the party, he could continue to stalk them as they finish their 
climb, especially if you want to give the party a chance to 
impress Helwa and her berserkers with his pelt. 

Any antagonists that the characters don't kill on the way up 
can always be encountered on the way back down. The roc is 
hungry, and hunting on the mountain is scarce. 


THE AMBER TEMPLE 


ND he Amber Temple is nearly perfect as written. 

While a few areas could be improved or 

personalized for your campaign, including the 

system for dark gift corruption, this is one of 

the locations that least needs modification. 

The Amber Temple is also notorious for 

killing player characters, but you should resist 
the temptation to pull your punches. The temple has an 
incredibly well designed map that includes multiple paths 
around every obstacle. It's set up for characters to explore 
and adapt. Trust them to handle whatever you throw at 
them... and then throw everything at them. 

By the time the party reaches the temple, they've probably 
heard all sorts of warnings about how dangerous it is. Don't 
disappoint them. The Amber Temple is the only true dungeon 
crawl in the campaign before Castle Ravenloft, and you 
should lean into that. Players who appreciate the old-school, 
adversarial style of dungeon design will especially love it. Go 
ahead and give them the epic dungeon they're expecting. 


AREAS OF THE TEMPLE 


The following sections provide additional guidance and 
modifications for running the Amber Temple. 


X5. TEMPLE OF LOST SECRETS 


This room could be the most lethal area in the temple, but 
you should not give your party any means of bypassing its 
guardians other than those that are already built into the 
map. The characters can either enter the temple and come 
under attack, or they can work their way around the top floor 
and all the traps and creatures there. The map offers the 
party a choice between a single overwhelming encounter or a 
host of weaker ones that will gradually drain their resources, 
but you shouldn't take that choice away from them. 

Neferon the arcanaloth will hold his attack until the 
characters reach the temple floor, at which point the 
flameskulls in area X17 will also be able to target them. If 
the party retreats or avoids the temple, Neferon will turn 
invisible and follow them. It attacks when they are weak or 
while they face another powerful foe such as the amber 
golems. 

Neferon was summoned and bound to prevent intruders 
from stealing the Amber Temple's secrets. It continues to do 
so long after the wizards who summoned it succumbed to the 
forces they sought to contain. Nothing short of death can stop 
it from carrying out its duties. 


X9. LECTURE HALL 


Vilnius is timid and frightened when the characters first 
encounter him—he would stay in the lecture hall until he 
starved to death—but his personality will change dramatically 
if the party allows him to tag along with them, especially if he 
enters the upper west hall (area X17). 

Either Vilnius will claim his mentor's staff of frost and 
become imprinted with a spirit that will send him to loot 
every other room in the temple, or one of the characters will 


claim it and Vilnius will begin plotting how to steal it. Even if 
they never find Jakarion’s staff, Vilnius is treacherous and 
greedy and his alliance with the party won't last long. 


X15A. SOUTHWEST ANNEX 


While Helwa and her berserkers are described as hostile 
and bloodthirsty, this seems overly simplistic. They came to 
the Amber Temple to seek shelter from the elements and are 
not looking for a fight. 

If the characters do not attack them, they can persuade the 
mountain folk they mean them no harm with a successful DC 
17 Charisma skill check. The mountain folk will not attack 
characters who wear Sangzor's pelt unless provoked. 


X17. UPPER WEST HALL 


The staff of frost and its flaw are designed to incentivize 
further exploration of the Amber Temple. However, if a player 
character picks it up, you should give them a DC 17 
Charisma saving throw to resist the imprinting and allow the 
party to remove the flaw with remove curse or similar magic. 

Being possessed by a dead wizard in one of the most 
dangerous locations in Barovia is a fun plot complication, but 
you shouldn't permanently change a player character's 
personality without any warning or remedy. 


X24. WEST SHRINE 


The trapped rooms leading up to the lich's lair are standouts. 


The progression from the northwest balcony (area X23) to 
the west shrine is especially well designed: cautious parties 
will cross the crumbling balcony one at a time, which means 
each character will face the trapped statue alone—and those 
who fail their saving throws won't be able to warn their 
teammates. 

This is a great opportunity to pull the players off to the side 
one at a time and resolve their saving throws while making 
the rest of the group paranoid. 


X26. SECRET ALCOVE 


The room full of skulls is delightfully over the top, but this 
alcove also contains a clever trap that only punishes the 
characters if they go out of their way to trigger it. 

Borrowing an idea from MandyMod's Fleshing Out Curse 
of Strahd, add an inscription ("Greed has no place in the 
heart of the scholar") to the inside of the chest, where it 
serves no purpose other than to taunt the characters after 
they activate the trap. 


X27. LicH's LAIR 


This room contains a magical workbench with a number of 
spell components, including 200 gp worth of diamond dust, 
which can be used to cast greater restoration twice. 

Characters can use the diamond dust to restore 
Exethanter’s memory and health, or unlock the command 
words for the volumes in the library by consulting the 
catalogue (see area X30) 


N 


X50. PRESERVED LIBRARY 


Considering the effort the characters will have to expend to 
reach it, the library isn't very impressive—just one room and 
six bookshelves. If you want to improve the experience, you 
can expand the library to include multiple floors, each one 
with a layout identical to area X30. 

The party must pass through 1d4 such floors in order to 
move between Exethanter's rooms and the amber vault (area 
X42). They will pass different floors each time they ascend or 
descend, each one holding different books. No matter how 
many floors the party passes through, the amber vault still 
connects to the lower level of the temple. 

To increase the tension, you can add some allips (see the 
appendix), unquiet spirits haunted by the secrets they 
discovered in life. Each time the characters explore a new 
floor (not just pass by it on the stairs), they encounter 1d3 
allips. The spirits won't pose much of a problem at first, but 
cumulatively they can wear a party down if the characters 
aren't focused in their explorations. 

Library Catalogue. The top floor, adjacent to Exethanter's 
rooms, contains a large tome on a lectern. This tome's pages 
are impossibly thin, effectively infinite, and completely blank 
when the characters first open it. This is the catalogue, and it 
holds the precise location and command words for every 
volume in the library. 

The catalogue is unlocked by its own command word 
("Ethernis"). Exethanter can recall the word if the characters 
restore his memory with greater restoration. If the characters 
use the catalogue to locate a book, the staircase immediately 
takes them to the right floor. 

Casting identify on the catalogue will also reveal its 
command word. However, any tampering with the catalogue 
will stir up the allips, who converge on the characters in an 
attempt to share their horrible knowledge. 

The casting time for identify is one minute. During that 
time, 1d4 - 1 allips appear in the library every round. They 
enter through the walls and move towards the lectern in the 
center of the room. They will attack any living creatures in 
the room. If three or more allips are present in the library at 
the start of a round, no allips appear that round. 

Once the spell is cast, the caster learns the command word 
that reveals the secret writing inside the catalogue, and a 
second command word ("Vanescere") that wards off the 
allips. This command word is also known to Exethanter if the 
party restores his memory. 


FORTUNES OF RAVENLOFT 

If you wish to give the characters more incentive to search 
the shelves of the library, you should place something 
important here: a powerful spellbook, a tract that describes 
how to break a pact with the Dark Powers, or even the Tome 
of Strahd. If you place the tome here, make the following 
change to the Tarokka reading. 


8 or STARS, NECROMANCER 
The knowledge you seek is in a place of terrible learning, 


behind amber walls. 


X32. LOWER EAST HALL 


Most of the creatures in the Amber Temple belong there. 
They are the restless spirits of former inhabitants, degraded 
remnants of previous tomb robbers, or arcane servitors 
fulfilling the commands of wizards who died centuries ago. 

None of those apply to the Barovian witches outside the 
vault of Shalx. A rival party of tomb raiders is a solid idea for 
shaking up the temple exploration, but the witches are 
underwhelming at these levels. Vilnius or even Helwa and 
her berserkers will serve better for that purpose. The witches 
should be removed. 


X33A. VAULT OF SHALX 


The shaft in the ceiling that leads to this vault was clearly the 
work of another team of robbers; perhaps their charred 
bodies lie there still, watched over by the flameskulls that 
slew them. If the party enters the vault, the grave robbers’ 
spirits will rise as three shadows. They're the same CR as 
the witches, but more tonally appropriate for the temple and 
much more dangerous—especially if the party encounters 
them at the same time as the flameskulls. 


X35. SLEEPING GUARDIAN 


The shield guardian makes a powerful asset for a small or 
underleveled party, but it could unbalance the game if added 
to an already strong group. However, an overpowered ally 
also makes for a great adversary. If Vilnius gains control of 
the shield guardian, he might get cocky and decide he’s ready 
to claim the staff of frost and all the other magical items in 
the temple—including those belonging to the party. 

It's fine if the party ends up with the shield guardian under 
their control It will help them survive the temple, and they 
shouldn't have that much left to do in Barovia. However, they 
should not be able to take the guardian into the final battle 
with Strahd unless they were severely underpowered to 
begin with. 

Strahd excels at dividing his opposition and turning 
liabilities into assets. If the characters are foolhardy enough 
to march a shield guardian and its control amulet into Castle 
Ravenloft, the lord of the castle will claim them as his own, 
whether he asks for them as a guest gift or resorts to his 
charm ability. Once he has the control amulet in his 
possession, the party will have a new enemy to fight. 


X58. HAUNTED ROOM 


The poltergeist in this room can join its fellows in the 
plundered treasury (area X39), leaving this chamber 
uninhabited. 

This isn't an obvious call; the rooms aren't that close 
together on the map, and encountering a single creature on 
its own makes a good tutorial before encountering a band of 
them. But the characters aren't likely to need a tutorial 
against a CR 2 creature at these levels, and the poltergeists 
aren't likely to sustain their interest over two encounters. You 
can place them all in the treasury. 


X49. AMBER VAULT 


While the amber vault makes a convenient teleport 
destination for Strahd, it is also a highly dangerous one that 
potentially gives intruders access to the source of his power. 
The wizards who built the Amber Temple would likely have 
warded it against teleportation magic as well. 

No Teleport. There is no teleport destination here. When 
Strahd wishes to visit the Amber Temple, he uses the brazier 
in Castle Ravenloft (area K78) to teleport to the guard tower 
at the Tsolenka Pass (area T4) and travels the rest of the 
distance on his nightmare, Beucephalus. 


SPECIAL EVENTS 


The Amber Temple is highly challenging, but it’s also fairly 
static. All the creatures wait in their designated areas until 
the adventurers encounter them or trigger their attacks. The 
special events should add some much-needed complications 
to the exploration. However, one of them does not fulfill that 
purpose and may safely be dropped; a replacement is offered 
in its stead. 


RAHADIN’S PRAYER 


This event could offer a chance to interact with the dusk elf 


outside of Strahd’s presence, but Rahadin is so taciturn that 
it might as well not happen at all. In practice, it amounts to 
little more than an opportunity for the characters to ambush 
Rahadin when he is alone and easily overwhelmed. That 
would be a waste of a great henchman; save him for Castle 
Ravenloft, where he can serve his master to the bitter end. 


KASIMIR’S DARK GIFT 


This event is all but obligatory. Kasimir Velikov is one of the 
best NPCs in the campaign, haunted by a tragedy that his 
obsession makes him likely to repeat. In his desire to atone 
for his own sins, he has forgotten his sister's lust for power. 

His storyline reaches a major turning point in the Amber 
Temple. If Kasimir accepts the dark gift of Zhudun the 
Corpse Star, he will become even colder and more distant. 
He is determined to resurrect his sister and will sacrifice 
anything or anyone to make it happen. This event helps to set 
up the endgame, seeding a new complication that will pay off 
as the party explores Castle Ravenloft. 


EZMERELDA’S FORTUNE 


Nobody shakes things up like Ezmerelda d'Avenir. The 
monster hunter is a trouble magnet, drawn to wherever the 
danger is greatest and generating chaos wherever she goes. 
An appearance at the Amber Temple will keep the dungeon 
crawl from becoming too predictable. 

Ezmerelda makes an excellent counterweight to whatever 
the party has done so far. If they managed to avoid Neferon 
and the flameskulls, she triggers the ambush, forcing them to 
go back and bail her out. If they fled from Helwa and her 
berserkers, perhaps Ezmerelda has befriended them with a 
musical performance. And if the characters are stuck in some 
truly dire situation—for example, if they all fell victim to the 
statue in the west shrine—a late arrival by Ezmerelda could 
salvage the campaign. Whenever your session settles into 
some sort of equilibrium, that's when Ezmerelda d'Avenir 
comes along to turn everything on its head. 


DARK GIFTS 


In a location where everything else is highly effective as 
written, the dark gifts are a huge problem. 

DragnaCarta explains the problem quite succinctly in 
Curse of Strahd Reloaded. If you run the dark gifts as written, 
players could lose their characters on a single bad die roll If 
you ignore the rule that characters who turn evil become 
NPCs, the other consequences are so purely cosmetic that 
many players will see no downside to acquiring more dark 
gifts. (One of the “transformations” is “The beneficiary’s voice 
becomes a low whisper, and its smile becomes cruel and 
evil”) That incentivizes players to treat the Amber Temple like 
a grocery store, picking up dark gifts for their characters and 
transforming the party into a bunch of pallid, reeking, three- 
eyed, dirt-eating monsters with low whispers. 

If you want to make the dark gifts seductive and dangerous 
without staking everything on a single Charisma saving 
throw, DragnaCarta has devised a system that draws out the 
degeneration while still bringing power-hungry characters to 
a bad end, transforming them into monsters if they collect too 
many gifts or use them too often. 

This guide combines DragnaCarta's system with Matt 
Mercer's corruption rules, which provide a handy structure 
for tracking a character's decline. 


Each time a creature uses a dark gift from one of the 
vestiges, it must make a Charisma saving throw; on a failure, 
it immediately progresses to the next level of corruption as 
shown on the Dark Gift Corruption table. If the creature 
accepts a new dark gift, it immediately gains a level of 
corruption in every other dark gift it has received as the 
vestiges fight for control. 

This system uses a multi-stage corruption process, 
whereas DragnaCarta has three stages. However, his 
corruption tables tend to combine two or more features at 


STAGES OF CORRUPTION 


Vestige Stage zero Stage one 
The dark gift allows the B ded Dx E 
beneficiary to cast flesh to nab pals 

Amarantha, : Charisma score and 
ice (as the flesh to stone > 

the . the following flaw: 

F spell) as an action once per ,,,, 

Evening i lm a hopeless 
day. Its skin turns pale, and 5 

Glory romantic, and I 


heart-shaped stigmata form 


on the palms of its hands. would do anything 


for my love." 


Stage two 


The creature gains 


flaw: “I am jealous and 
possessive, convinced 
others seek to gain my 
love's favor." 


DARK GIFT CORRUPTION 


Corruption Save 
level DC Gift Corruption effects 
(0) 12 dark gift minor mark 
1 14 stat bonus mild flaw 
2 18 feature major flaw 
3 22 ability/ major 
attack transformation 
4 - - total transformation 


stage two that are easily separated across the middle stages. 
The Stages of Corruption table demonstrates what a sample 
corruption process looks like in a multi-stage system. (It also 
provides a new vestige for use in your campaign.) 

One advantage to using Mercer's corruption structure is 
that it gives the characters more chances to recant before 
they complete their transformation into monsters. Dark gift 
corruption can be healed through spellcasting, with lesser 
restoration reducing the corruption level of one gift by 1 and 
greater restoration reducing all corruption by 1d4 levels. 
There is no curing through rest, since the corrupting gift is 
part of the character. Characters lose any gifts, flaws, or 
features associated with the corruption when it is healed. 

This guide makes one other change to DragnaCarta's 
system: repeated successes on the Charisma saving throws 
do not make the features permanent and do not eliminate the 
need for future saving throws. Characters who accept the 
dark gifts will begin an inevitable decline into madness and 
monstrosity; the only question is whether they recognize it 
and turn back in time. 

Deals with dark powers aren't supposed to end well, and 
the Amber Temple isn't supposed to be easy. 


Stage three Final stage 


The creature gains The creature 


immunity to poison and the ability to cast transforms 
resistance to necrotic detect magic, into a 
damage, and the following disguise self, and  deathlock 


sleep at will, its body (with archfey 
becomes gauntand patron spells) 
emaciated, and its under the 

hair falls out. DM’s control. 


APPENDIX: MONSTERS 


ALLIP 


Medium undead, lawful evil 


Armor Class 13 
Hit Points 40 (9d8) 
Speed fly 40 ft. (hover) 


SIR DEX CON INT WIS CHA 
6(-2) 17 (+3) 10 («0) 17 (+3) 15 (42) 16 (+3) 
mmmm——————áH—— M 
Saving Throws Int+6, Wis +5 
Skills Perception +5, Stealth +6 
Damage Resistances acid, fire, lightning, thunder; 
bludgeoning, piercing, and slashing damage from 
nonmagical attacks 
Damage Immunities cold, necrotic, poison 
Condition Immunities charmed, exhaustion, 
frightened, grappled, paralyzed, petrified, 
poisoned, prone, restrained 
Senses darkvision 60 ft., passive Perception 15 
Languages the languages it knew in life 
Challenge 5 (1,800 XP) 
mE ————QM— ÀnÜ€— 
Incorporeal Movement. The allip can move through 
other creatures and objects as if they were difficult 
terrain. It takes 5 (1d10) force damage if it ends its 
turn inside an object. 


AcnoNs 


Maddening Touch. Melee Spell Attack: +6 to hit, 


reach 5 ft., one target. Hit: 17 (4d6 + 3) psychic 
damage. 


Whispers of Madness. The allip chooses up to three 
creatures it can see within 60 feet of it. Each target 
must succeed on a DC 14 Wisdom saving throw, or 
it takes 7 (1d8 + 3) psychic damage and must use 
its reaction to make a melee weapon attack against 
one creature of the allip's choice that the allip can 
see. Constructs and undead are immune to this 
effect. 


Howling Babble (Recharge 6). Each creature within 
30 feet of the allip that can hear it must make a DC 
14 Wisdom saving throw. On a failed save, a target 
takes 12 (2d8 + 3) psychic damage, and it is 
stunned until the end of its next turn. On a 
successful save, it takes half as much damage and 
isn't stunned. Constructs and undead are immune to 
this effect. 
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BODAK 


Medium undead, chaotic evil 


Armor Class 15 (natural armor) 
Hit Points 58 (9d8 + 18) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
15 (42) 16 (+3) 15 (+2) 7 (-2) 12 (41) 12 (+1) 
E 
Skills Perception +4, Stealth +6 
Damage Resistances cold, fire, necrotic; 
bludgeoning, piercing, and slashing damage from 
nonmagical attacks 
Damage Immunities lightning, poison 
Condition Immunities charmed, frightened, poisoned 
Senses darkvision 120 ft., passive Perception 14 
Languages Abyssal, the languages it knew in life 
Challenge 6 (2,300 XP) 
EE ——ÁY—XÍ— M M 
Death Gaze. When a creature that can see the 
bodak's eyes starts its turn within 30 feet of the 
bodak, the bodak can force it to make a DC 13 
Constitution saving throw if the bodak isn't 
incapacitated and can see the creature. If the saving 
throw fails by 5 or more, the creature is reduced to 
O hit points, unless it is immune to the frightened 
condition. Otherwise, a creature takes 16 (3d10) 
psychic damage on a failed save. 


Unless surprised, a creature can avert its eyes to 
avoid the saving throw at the start of its turn. If the 
creature does so, it has disadvantage on attack rolls 
against the bodak until the start of its next turn. If 
the creature looks at the bodak in the meantime, it 
must immediately make the saving throw. 


Sunlight Hypersensitivity. The bodak takes 5 radiant 
damage when it starts its turn in sunlight. While in 
sunlight, it has disadvantage on attack rolls and 
ability checks. 


AcnoNs 


Fist. Melee Weapon Attack: +5 to hit, reach 5 ft., 


one target. Hit: 4 (1d4 + 2) bludgeoning damage 
plus 9 (2d8) necrotic damage. 


Withering Gaze. One creature the bodak can see 
within 60 feet of must make a DC 13 Constitution 
saving throw, taking 22 (4d10) necrotic damage on 
a failed save, or half as much damage on a 
successful save. 


Bonus AcTIONS 


Aura of Annihilation. While active, this aura deals 5 


necrotic damage to any creature that ends its turn 
within 30 feet of the bodak. Undead and fiends 
ignore this effect. 


FROST GIANT ZOMBIE 


Huge undead, neutral evil 


Armor Class 15 (patchwork armor) 
Hit Points 138 (12d12 + 60) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
23 (+6) 6(-2) 21(-5) 3(4) 6(-2) 5 (-3) 


Saving Throws Wis +2 

Damage Immunities cold, poison 

Condition Immunities poisoned 

Senses darkvision 60 ft., passive Perception 8 
Languages understands Giant but can't speak 
Challenge 9 (5,000 XP) 


Numbing Aura Any creature that starts its turn 
within 10 feet of the zombie must make a DC 17 
Constitution saving throw. Unless the save 
succeeds, the creature can't make more than one 
attack, or take a bonus action on that turn. 


Undead Fortitude. |f damage reduces the zombie to 
O hit points, it must make a Constitution saving 
throw with a DC of 5 + the damage taken, unless the 
damage is fire, radiant, or from a critical hit. Ona 
success, the zombie drops to 1 hit point instead. 


ACTIONS 


Multiattack The zombie makes two weapon attacks. 


Greataxe. Melee Weapon Attack: +10 to hit, reach 
10 ft., one target. Hit: 25 (3d12 + 6) slashing 
damage. 


Hurl Rock. Ranged Weapon Attack: +10 to hit, range 
60/240 ft., one target. Hit: 28 (4d10 + 6) 
bludgeoning damage. 


Freezing Stare. The zombie targets one creature it 
can see within 60 feet of it. The target must 
succeed on a DC 17 Constitution saving throw or 
take 35 (10d6) cold damage and be paralyzed until 
the end of its next turn. 


SANGZOR 


Large beast, chaotic evil 


Armor Class 14 (natural armor) 
Hit Points 115 (11d10 4 55) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
22 (+6) 12 (+1) 20(4+5) 6(2) 12(41) 6 (-2) 


Damage Resistances bludgeoning, piercing, and slashing 
damage from nonmagical attacks 

Senses passive Perception 11 

Languages none 

Challenge 6 (2,300 XP) 


mmm—————À—Y— M 
Charge. |f Sangzor moves at least 20 feet straight 
toward a target and then hits it with a ram attack on the 
same turn, the target takes an extra 7 (2d6) 
bludgeoning damage. If the target is a creature, it must 
succeed on a DC 16 Strength saving throw or be 
knocked prone. 


Legendary Resistance (1/day). |f Sangzor fails a saving 
throw, he succeeds instead. 


Sure-Footed. Sangzor has advantage on Strength and 
Dexterity saving throws made against effects that 
would knock him prone. 


AcnoNs 


Ram. Melee Weapon Attack: +9 to hit, reach 5 ft., one 


target. Hit: 20 (4d6 + 6) bludgeoning damage. 


Kick. Melee Weapon Attack: +9 to hit, reach 5 ft., one 
target. Hit: 13 (2d6 6) bludgeoning damage. 


LEGENDARY ACTIONS 


Sangzor can take 1 legendary action, only at the end of 


another creature's turn. Sangzor regains spent 
legendary actions at the start of his turn. 


Hit and Run. Sangzor makes a kick attack. After the 
attack, Sangzor can move up to half his speed without 
provoking opportunity attacks when he moves out of 
an enemy's reach. 
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VAMPIRIC MisT 


Medium undead, chaotic evil 


Armor Class 13 
Hit Points 30 (4d8 + 12) 
Speed fly 30 ft. (hover) 


SIR DEX CON INT WIS CHA 
6 (-2) 16 (+3) 16 (+3) 6(2) 12(41) 7 (2) 
mmmm—5————————— 
Saving Throws Wis +3 
Damage Resistances acid, cold, lightning, necrotic, 
thunder; bludgeoning, piercing, and slashing from 
nonmagical attacks 
Damage Immunities poison 
Condition Immunities charmed, exhaustion, 
grappled, paralyzed, petrified, poisoned, prone, 
restrained 
Senses darkvision 60 ft., passive Perception 11 
Languages none 
Challenge 3 (700 XP) 
mEmmmEE—— n ———————— 
Forbiddance. The mist can't enter a residence 
without an invitation from one of the occupants. 


Life Sense. The mist can sense the location of any 
creature within 60 feet of it, unless that creature's 
type is construct or undead. 


Misty Form. The mist can occupy another creature's 
space and vice versa. In addition, if air can pass 
through a space, the mist can pass through it 
without squeezing. Each foot of movement in water 
costs it 2 extra feet, rather than 1 extra foot. The 
mist can't manipulate objects in any way that 
requires fingers or manual dexterity. 


Sunlight Hypersensitivity. The mist takes 10 radiant 
damage whenever it starts its turn in sunlight. While 
in sunlight, the mist has disadvantage on attack rolls 
and ability checks. 


AcnoNs 


Life Drain. The mist touches one creature in its 
space. The target must succeed on a DC 13 
Constitution saving throw (undead and constructs 
automatically succeed), or it takes 10 (2d6 + 3) 
necrotic damage, the mist regains 10 hit points, and 
the target's hit point maximum is reduced by an 
amount equal to the necrotic damage taken. This 
reduction lasts until the target finishes a long rest. 
The target dies if its hit point maximum is reduced 
to O. 


